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BLIP went to Hollywood
to talk with some
young stars about
video games. Here are
some of the things
they told us.

.

Matthew Laborteaux

“l like TRON a lot,” said Matthew
Laborteaux, co-star of TV's Little
House on the Prairie. That's why it
was easy o get him to pose for the
cover shot of our first issue.

“TRON has levels that make it
different from any other game on the
arket," he said. “That's what makes
it unique — and exciting.

But TRON is only one of Matthew's
favorite games. “l really, really like
PAC-MAN,” he said. ‘MISSILE
CDMMAND = another favorite. Then
there's G. Not to mention
CENTIPEDE an DEFENDER.

Atthis point, we began to get the
picture. Matthew has so many




' “favorite” games that he won't be tied
down to just one. So we asked him
about video games in general.

“Ilike games that give me a
challenge,” he said. “ like to see how
long ittakes for me to master them.

“I guess most of us want to
conquer something. Video games
give me a chance o do thatin a
harmless we

When it comes to conquering,
Matthew knows what he’s talking
about. He's already been in several
national video game tournaments.

“Last year, | went to Chicago for
the CENTIPEDE championships,” he

id. “ finished fourth in the

sal
beginning tournaments, and tenth in
the finals.”

Not bad, when you consider that
thousands of players were involved.

Randall Brooks

Grant Cramer
“PAC-MAN is one of my all-time
favorites,” Grant Cramer told BLIP. “|
play it whenever | can, espocially on
location for a movie or
You have a lo; R
and | usually wander off to the

nearest arcade.
Grant also likes ASTEROIDS. “It's
areal game of defense,” he said.
“You have to protect yourself at al

. It gives me a sense of adven-
ture that | don't get from PAC-MAN."
%k o ok

indall Brooks started playing
W5 games whien she payed e
title role in Annie on Broadway.
was a SPAGE INVADERS game A
restaurant across the street from the
theater.

“There wasn't a lot for a kid to do

between shows,” she said. “So |
‘spenta lot of time with SPACE
INVADERS. In fact, most of the
people in the cast di .‘
\andall says she

says s ys looking
for new games to try i mny not
ever find one to compare wit

SPACE INVADERS Bt how couid
anything ever compare to being a
Broadway star efher?

)




VIDEQ GAMES
~STARS

* * x
Bruce Boxleitner is one of the few
people who know something about
being literally “into” video games. He
had a leading role in Tron, last
summer's Disney movie about a
character who gets drawn into
video game and then has to fight for
his life.

I arrived at the Disney studios,”
Bruce said, “and found five arcade
games on the set. We had PAC-MAN,
ASTEROIDS, MISSILE COMMAND,
SPACE INVADERS and CEN-
TIPEDE. We played them during
breaks in the shooting, and | got
hooked on every one of tronh

The games helped Bruce
other cast members get into e right
frame of mind for the movie they
were making. *As we played,” Bruce
told BLIP, “We imagined being inside
the game and part of the action on
the screen. That made each game
even more fascinating,

David Wallace

much fun for me as
o N David Wailace 1oid s,

David is a regular in TV's Facts of

Life. “It's a real fantasy trip for me. |

get offinto my own lttle world.
“The element of danger in

ZAXXON is thrilling. After all, you're
trying to weave your way through an
obstacie course - and you could be
obilterated at any second. And when
you finish a game ke ZAXXON, you
come away with a real feeling of
Bruce Boxleltner exhiliration!”
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“Life is full of challenges,” said
Nicholas Hammond. *A game that
‘makes you work to win is a gamk
that's true-to-iife. And that's what |
think most video games have going

for them.

“lused to play Spider-Man on the
TV series, 50 I'm looking forward to
trying my hand at the Spider-Man
carridge. Inact [d be wiing 0 gve
just about any video

| just enjoy video g-mu mm all
I'm certainly not an addict, but th
‘games amuse me, delight rm,

they
they chalenge ms. What mote couid
anyone ask of
Nicholas gets even e
bout tt

might be capable of as the technology
improves!”

WHY WAIT?

Sign up for your BLIP
subscription today. Do
it now, and save 50%

See page 30 for our
half-price offer!

DON'T DELAY!
MAIL IT TODAY!
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mﬂmwﬁuzomﬂonmn
you

an arcade game.
215 wror s George Sullvan, authorof

Koﬂa There’s nothing.
face wave after wave of

ILE COMMAND o 0 PAG-MAN or DONKEY
about t. You'll

It's World War
screen. Ready to play? Get to your

", Eryoe

OBJECTIVE

The Krytolians have launched a
misileatackonthe poaco
of Za

ith your c
missles (ABMs), protecting six cties.

HOW THE GAME IS
PLAYED

Your ABMbase s inthe midstof the

missiles"). They can avoid your missile
and make their way to the
cities atthe bottom of the screen.
o5k eac board, you gt ees sosof
0 ABMs. As 500n as you use up one sot
mn.mommumppi automati
cally.

CONTROLS

‘our joystick moves a cursor on the
mmugmummalm
the ABM will ex-
piode, i e e itk
IRE button.

You also have to deal with enemy

kumm bombs (sometimes called “cruise

Thesnemy E bution.

missiles appear at the top of on, enemy missiles appear atafas-
el el cities, ter and faster rate. That makes it more
Jeaving flery al behind them. difficult to the cursor

and more difficult to place the cursor
exactly where you want before firing an
ABM.




r This suggests a basic, overall strate-
9. Koep the cursor maving, and fre at
s as you pass them by. What
ywdommmmdmmpmaﬁra Your
cities wouldn't last long enough for you
take a deep breath.

TACTICS

| Leem 1o load e snemy missies
with your cursor, expl
ofms Dath the risslles wi ke, W
ue a quarterback uses

el Bitewngetest motogrecetver
® Remember that you can't have
R i e Al e o s
[ oo s oun e
you'll hear a beeping sound. Then you'll
ruvemw-nunmmemmwm ox-
plodes or dies out. Learn to space your
shots, 50 you're not forced to hear that
beep and watch a city being destroyed.
° get to Wave 7, enemy
missiles and bombs come so fast that
you can't pick them off one by one. Th
calls for a technique called “laying a car-

Get the cursor just below the center of
the screen, a bit 1o the left of the city
youiteprtecting, Swesp the oursorrom

0 right above the city, and fire three

wave is. The speed at which they travel
is an important factor, and that speed in-
croases with each wave. The Atei -
n booklet says, “Wave 13 is the

mos( dlmcu\i wave in the Game Program

artridge.” But waves 14, 15, and 16 are
pretty mean, too.

® When you see that there's no way
to avoid losing a city, you have to decide
which one to give up. Sacrifice one of the
cities at the outer edge of the screen. At
all costs, protect the cities next to the
missile base, because the base gets
destroyed with themn.

® In later rounds, do everything you
can to conserve ABMs. If you use up all
30 missiles, you'll have nothing to do but
sit and watch your cities being de-
molished.

GAME VARIATIONS

Tnm are 34 different MISSILE
com optons, Naturaly, you
muld mun with the easier options
Thenyou can increase tho dogreacl di
ficulty as you begin to show impove-
ment.

One of your options is to vary the
speed of the cursor. But keep this in
mind: When you increase the cursor's

T
one huge cloud that will destroy the on-
coming missiles.

You can vary the speed of the enemy
attacks, beginning the game atwave 7 or

of misslles and bombs. Knowing the
in advance can help you use

your missiles more efficiently. Here's a

wave-by-wave breakdown:

® Don't think that the number of mis-
siles and bombs tells you how tough a

e '

anny. you have the dificuty swich
on the Alari console itself, The position
of this switch determines how fast your
ABMs move. As with other Atari games,
it's possible to set this switch ly
for ‘each player. That allows you to
equalize competition between an experi-
enced player and a newer on

NEXT MONTH:

BASKETBALL
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CENTIPEDE

It you go to arcades for fast-moving
games_with of action, CEN-
SIPEDE is for you. You don' geta sec-
ondto relax with this game. Even so, you
canlearn to keep CENTIPEDE going for
a longer time on one quarter than most
other games.

OBJECTIVE

Your deadly enemies are ce
tipedes, spiders, fleas, and scorpion:
‘The idea is to stay alive by avoiding con-
tact with any of these insects, and to
score points by shooting and destroying
them.

HOW THE GAME IS
PLAYED

The game begins with a centipede
at the top of the screen. The creature has
ahead and 11 body segments. It begins

3

moving downward, row by row, througl
afield of mushrooms. Your jobis to des-
troy the centipede by firing at the head
and the body segments.

CONTROLS

On the right side of the control
panel, there's a trak ball — a plast
spherd about th izeof a terns cal. its
partally recessed into
gun you fire moves In wnlchwar direc-
tion you move the bal

On the ft o f o pane, there
FIRE but

TACTICS
« To destroy the centipede, you must
10 move your gun fast and fire it
rapidly and accuratiey. Learn to use the
iddie part of your ingers, o ustyour
ingertips, in spinning and stopping the
el vai T gives you greater control.
Nevoriook down atthe sk bel 1 o
what your fingers are doing.
Y68 blusd 0 1o scroen insioad. Waich
the gun, the centipedes, and your other
enemies.

« Although the gun fires only one mis-
sile at a time, you can get a rapid-fire ef-
fect by holding the FIRE button down.
That way, a missile is fired each time a
previous missile reaches its target or the.

top of the screen.

But rapid-fire isn't always recom-
mended. Its usually best to keeptapping
the FIRE button instead of hoiding it
down. With rapic-fire, you could get into
a situation where you must fire — and

upward.

can’ than that.
When you hit a centipede head, the



s s

head becomes a mushroom. The body

segment behind the head becomes a

new head. When you hit a body seg-

ment, the centipede splits into two cen-

tipedes, and each darts offin a different
jon.

drect

don't shoot at the ocentipede
nupmz-rdly ‘The screen will come alive
with heads and body segments, and
you'll be wiped out fast.

“The trick is to get your gun below the
spot where the centipede is about to
tum. Then, when the head is directly
above your gun, blast away with rapid-
fire. The head will tur into a mushroom
and be Aie e osh
body segment as it makes the

-Kespmemarplndﬂnm
free of mushrooms. Not only do mush-

B ety o i
below the centipede as it begins to
doscend, end picking off the hoad end
body segments one by one.
. Sepm«s. daticie sounds sinl
a spider, a flea or a
lcnfpbn ffyou o &
sounds, you' 3 naver be suprieed when
‘these creatures pops onto the
e
= Aiways be cool. This applies e
cially in the later boards when the cen-
teco almost nevet fas 1 oech the
Botiom ofthe screen. What you must do
poomon your gun in the bottom row
andkeepthers. The centpede cant r-
vade the bottom row. mnmmxt

to-the-bottom row,
mmmhupw-rdlmk Somyon
the battom row, picking off heads and

block your shots. It takes four shots to
destroy a mushroom. The closer you g
to a mushroom, the faster the missile
does its job, and the quicker you can
move to the next mushroom.

*Watch out for spiders. When one
comes bouncing toward you, you can
avoid it by siiding over to where it was

body goby.

» During the et board, there s only
one centipede. But, by board, the
game becomes more difficult. On the
second board, there are two centipedes,
reson 1o ik up 12 contpedes cn

ay this nm-. everything has also
speeded up. The spider is bouncing like

previously.
cutcoing eny rm. Or R the gokirio
good distance away from your gun, and

arubber ball and is far
Fleas rain down from above. Mush-
i e the board. At this stage,

you're going for points,
Sk bagimeeing fleasinthe sec-
ond round. Each straight

flea by simply movingto therightor ef. I
you wantto try destroying a flea, be sure
it's near the top of the screen when you
openﬁre It takes two shots to bring one,

. Smrpions egh sfog (B 1 e
fourth round. Each one travels a

he scroen on a straight ine rom lot 1o
right, not far from the top. They are
feetoin i e of your gun. The
scorpion poisons every mushroom it
touches. When the centipede touches a
polsaned mushcom, t beging cropping
crazly toward the bottom

e tar Lo oS s S e v your

RS :S'“!!’ﬂ‘v

one vertical lane through the mush-
rooms. Position your gun under that lane,
and zap any centipede that enters it.

Beginners should be able to score up

April 4, 1962, at the Captain Video Ar-
cade in Los Angeles, he racked up a re-
cord score of 4,421,232 points.

NEXT MONTH:

DONKEY KONG



VIDEO HALL OF FAME

.

Baseball has its batting av-
its RBIs, and its
rages. Foot-
Dall has stattics tr rurning,
passing, kicking and just
that h

N\

Ask Walt the highest score
or fed for QIX, and
he'l rattle oft the number

350,556. That was chalked
up by Ben Goldenberg. He

N

TN LALAXIES
N7/ 7/4

(515) 684-6421. If t's a nor-
mal day, expect a busy sig-
nal. The day | telephoned him
1 was one of forty or fifty cal-
lers. So keep trying.

ap-
pens on the feld. Even TV is
fuled by ratings numbers.

Statistcs are as American
as apple pie and pizza. And
now statistics have burst
upon the video game scene

There's a man in Ottuma,
lowa, who keeps tabs — al-
most minute by minute - on
high scorers at arcade games
alloverthe country. His name
is Walt Day, and he's the di-
rector of the Twin Galaxies
Official International Score-
board.

Walt makes his living by
soing o cream and making
change at the Twin Galaxies
Enununmm Center. While

“...QIX score: 359,556 points” ]

did it at the Silver Bowl Ar-
cado n Berksly, Calfornia,
on May 5, 1982
Other leonm scores that
Walt has verified include:
Score
17400

“...DEFENDER score: 15,936,100 points”

he's doing this, he handies
phone cals from al over the

1f you want to report
cord, or just 1o find au( e

Day's statistics are re-
ported in newspapers and on
television and radio. They
also appear in several video
game magazines. *But by the.
time the magazines are pub-
lished,” he says, ‘the scores
srooutol del
*For_example, the Sep:

tember issue of JoyStk ro-
ported the high score for DE-
FENDER 1o be 33,013,200,
time

stands, that record had been
broken four o five times. It's
over 50,000,000 now."
Remember Steve Juras-
26k? He was the young man
halled by Time magazine for
setting the all-ime DEFEN-
DER record ~ 15,936,100
points.
thatisn't

U
scoring records.

lar game, call Walt Day at

much of an achievement any ‘




' . “Juraszek,” he says, ‘is
now between fif-
the all-

time DEFENDER list.”

next thing we knew, people ~ As far as Waltis concemen

were caliing to report other ~that distinction belongs to

recortsori find o heeo: el of celerrined HOBO-
a particular  TRON players.

game. wewereonamway(o ROBOTRON is a scii

Walt recently supervised

.MAKE TRAX score: 1,508,310 points” I blazes with action. Sinister

nightmare where the screen

the construction of a huge
electronic scoreboard _that

room for the board atthe Twin
Galaxies arcade in Ottuma.
So it was set up at another
Twin Galaxies, in Kirksville,

But Walt considers the Ot-
tuma arcade to be the inter-
national  hig

lieve,” he says, “that Ottuma,
lowa, could become the
video game capital of the
ord, Bl ha's exacty what
has happen

How did omm become
the video game capital? How
did Walt getto be the dean of
g woree? 1t begen s
couple of years ago.
O day” Wah sxplains,
was _working behind _th
counter at Twin Galaxies.
Someone playing DEFEN-
DER ran up a high score of
about

robots have wiped out all of
Eaccsing | nadoea {r =ity el Yo Yoir

parents,
shomy after that, some- You must destroy the robots.
ting o tated happening, - bfor they gl your famiy.
People started coming from takes hours of practice
every part of the country just _train your mind to deal i

“...DONKEY KONG score: 398,000"

the weird creatures you must
face in the game.
“Recently," Walt says, “Ive
had reports from three or four
diflerent players who have
scored over a million points in
ROBOTRON. That means
they had to play the game for
27 or 28 hours! Can you
imagine playing a game iike
" ROBOTRON for that long?
Walt Day, manager of the Twin You'd be like a wet dishrag!”
(Gatexios Entertainment Conter. —~ For hig own enjoyment,
to pluy the games at Twin Walt prefers much gentier
Galai games. MAKE TRAX is one
"Wore ke the Yarkeo of i favortes. I thatgame,
Siadum of video gane r- you'e 8 paint rush paining
cades. ek says. Foople. 4 maze whie) o feh are
et o bt b i - chamia el iveat
hey'va vitod ero. ids the MAKE TRAX scor-
mg record — a whopping

24,000,000 points. We

MS PAC-MAN score: 130300 points” |

1,508,310.
“I admire kids who do well

thoughtit might be an al
record, so we started caling
up other arcades to ask. But
no one seemed to know if it
was the high mark.

playmg a particular gam
Where are the best video e Mastong &
arcade players in America? gama takes a lot more than
According to Walt's figures,  justgood eye-hand coordina-
they're either in North Car- tion. UnderstandingIs just as
olina or in Calffornia. “Those  important. It takes a good,

official record until we heard
otherwise. We did the same
mng for other games. The

alert mind to beat a video
ord holders,”he says. game.
the greatest  “And practice,” Walt adds.

Howabout
single scoring achievement? “Lots and lots of practice.” J

1"
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THE CLUBHOUSE

Do you know about the *Save the Chicken

One recent issue featured an interview with

WAY, a home video game from Activision.
In FREEWAY

ac-Mar
cartridge.) In the interview, the litle fellow re-
vealed th g on

a0 bg ucke goieg i bt dielee. Er-
Gines roa and homs boop.

Using 8 oy, e your o (o g 8 chick
‘safely across the highway.

Asked o name his all-ime favortte baseball
player, the Pac replied, “Willy Maze.” It was that
kind of interviow.

Atari Agoinvites club members to take part ina

has a builtn timer. But 15-year-old Thomas Rus-
ol DoWolt of Arington, Texas, has sharpenad

Enod cosh aekng Aembacbol s il
unt. The magazine aiso offors for

chicken across the highway a record 34 times in
one game.

That Tommy the No. 1 member of the
“Save the Chicken Foundation,” one of several
Activision clubs. To be admitted to the Founda-

gty
rings, backpack
Adventure comes to Odyssey own-
o3 or $300 8 yer The magazos et igh
the most popular Ocdyssey games and

One

digital walches, and the fike.

game. Alan
Foundation had about 1,200 m
Tommy's name is familar o mﬂnaﬂ Activ-
sions, a magazine published four times a year by
Activision, Inc. The

Class Dragster Club (3,500)

the prizes was a pound of golc.
I you have a Coleco system, there's no
sman

vide special publications for users of thelr home

games.
panies are fisted at the bottom of this page.

At Age's ee o aryone o ks boucht o1
Atari home editor promises “ad-
Voo P an upeseiy Gt s

petitions and other special events.

P.0. Box 4010

Buriingam,

45093 CA 94010
13



VIDEO

We have dozens of great ideas for video games. We've been
'sending them to manufacturers for months now, but, for some
reason, no one takes us seriously.

Itlooks like a conspiracy to us. So we've decided to let you
judge for yourself just how great our ideas really are. Take a look at
two of the...

GAMES WE'LL NEVER SEE

PUDDING DEFENDER:
You're in the school
cafeteria, and there’s only
one chocolate pudding
left. You want it but so

does ever elsein
the place. Fight them all
oft and get safely to a
table to win the game.

LwOMXO-C

BOOB TUBE: You're
watching TV, and your
mother says she needs
maraschino cherries and
e for
dinner. A commercial

store, make the
purchases, and get back

break ends.




Wo thought we should
do something re
special for our pmwer
issue. Sowe

roses AL
whole new category of
jokes.

We call them Jokes

That Are So Bad, No

three entries in the category.

®y x*4

o

A

%*%

Q: How do you keep Krytolians

from charging in MISSILE
COMMAND?
Take away their credit cards.

What happened when the
At delvery truck was n an

ccident
DE FENDER got dented.

What do you do when your

pops open in the
LOST LUGGAGE game?
Pack, Man!

A BLIP OF THE TONGUE

What'

a barbershop with video
games?
SNIP AND BLIP
a soda fountain with video
games?
SIP AND BLIP
an amusement park with
trampolines and video games?
FLIP AND BLIP

an arcade that serves snack
j00d?

CHIPS AND BLIPS

good name for...

a side dish at Chips and
Blips?

BLIP DIP
..someone who can't talk
nhuu( lnythmg but video
gam:

BLIP DRIP

the mistake you make when
you lose a video game?
BLIP SLIP

..a joystick?
BLIP GRIP




PLAYER’S CHOICE

PITFALL

Imagine that you're

10you and says,
“DONKEY KONG is the
runaway best-seller
the year. Take the
DONKEY KONG idea
and run with it | want
‘something similar, but
different,”

Similar-but-different
game companies are to

with. Usually, they iy
simiar, and we got ple imfations of our
favorite games.

But once in a while, they succeed. In
that case, what starts as an imitation of a
popular game ends up opening new ter-

of|

is whul mom

AETVEIoN

there's only one position at which
you can successfully leap forward and
grabit.

The vine cames you across the

P Qros, el herei o, ¢ e

Posfion af which you can fat go: o
own, and land on sale groond, Time 1
wrong at either end and Harry loses his
life.

kind comes from Activision. Its called
PITFALL.

PITFALL has a lot in common with
DONKEY KONG. The hero does a lot of
running. He has to avoid a series of rol-
Jig foga by lumping over them. And he
has to do a good deal of leaping over

s.

But the similarities end quickly, since
PITFALL calls for a whole series of skills
needed in DONKEY KONG.
Hury mo hero, is running through a
ea in search of treasure. The
logs mlllng inhis drecton are haleastof
his worries.
holes inthe ground, swing on a vine over
a deadly swamp, and make his way
across a body of water that houses three
hungry les.
‘The vine swings back and forth over
the swamp and calls for careful timing at
both ends. As It swings toward you,

o) g

The crocodiles require split-second
timing even more difficult than the vine.
The three man-eaters keep opening and
closing their jaws, and you can get
across only while the jaws are closed.

If you stand at the water's edge and
count, you'll see that the jaws remain
oty just slightly less than three
l'conda

‘That's how much time you have to hop
along the three heads to the safety of the.
other side. That menna less \hnn three

seconds for four hops — one onto
each crocodile, and the fourth oo onto
dry land.

The only way to succeed is to begin
the first hop just before the mouths
close. As they snap shut, you'll land on
the head of the first crocodile. That will
only happen, ofcoune. if your jump was
timed perfectl



1f Harry fails to leap across one of the.
holes, he winds up underground, where
he can travel a lot faster through a tun-
nel. The trouble is, there’s an unending
seres of deadly scerplons down there

The scorpions are a lot harder to leap
over than the holes above ground.

In addition to all this, Harry also has to
face snakes and fires, but he has a
chance to capture as many as 32 treas-
ures. The game has atimer, butsince t's
set at 20 minutes, you're much more
tikely to run out of lives than time.

PITFALL may have been inspired by
DONKEY KONG, but this is one case
where inspiration didn't lead to imitation.
PITFALL is its own game.

It's also a heck of a lot of fun.

ARCADIA-

Atari still ranks as Leader of the
Pack, but new competitors crop up every
time you tum around. Emerson Radio
has just joined the race to get a chunk of
the video game market.

AR

you're looking for. If you shop around,
You can get it for as littie as $100. Thai
‘could make it an important competitor to
the big names in video game consoles.

‘The second thing ARCADIA-2001 has
going for it is the design of its controls.

Odyssey,
PeS(ACH 1o clec s by Intifv

TM controls come with a built-in disc
for those who like the Intellivision ap-
proach. But they also include a remove-
able joystick that can be screwed on or
offin a few seconds.

That means you can shift from disc to

games, using
‘whichever control works best for you in
each . It also means that two
players in the same game can use two
Mforonk s o corle
Screen graphics for ARCADIA are at
least e good a2 youve come b expect
from the big-name companies. At
count, 30 game cartridges were paes

Emerson’
CADIA-2001, and it has at least two im-
portant things going for it. The first is

price.
ifyou B4 ifind fusl, joul
spend as m a video
game consal, Wo'te rot kg ot
home computer. Some of those go for
less than $300. We're talking about a
system that offers only video game
capability.
If dollars mean something

though, ARGADIA-2001 may be what

Aayoumlqmmm the cartridges in-

| soccer, tennis,

ames. What you

it Ine i s saecion is any of the

well-known arcade games, like PAC-
MAN or DONKEY KONG.

So, if you're in the market for a home
game _system, consider ARCADIA-
2001. The hand controls are a plus; the

lack of well-known games is a minus.

“The price, though, is going to be hard
tobeat.




A the Whistie-Stop Family Enter-
tainment Center, the lively and sprawling
game arcade in York's Penn
tion, you sometimes have to line up to
play the more popular games — PAC-

several of each of
machines, the wat s seldom a long one.
In recent , customers at the
Whistle Stop have been lining up|o play
ancther game its DIG DUG. mnmm-
ufactures and di

Theys fond of uymg, 'Poupl- ag DIa

Dig Dug also happens to be the name
of the game’s hero. He's a determined

ground maze.
As Dig Dug tunnels, two enemies pur-
sue him. There's Fygar, a fierce, fire-

belching dragon, and Pooka, a creature
that looks like a red beachball wearing
sun goggles. If either Fygar or Pooka

makes contact with Dig Dug, he’s done

nlg Dug st qut s empy-headed
rst glance. In fact,
e o ol up his sleeve. He is
able to tunnel beneath an underground
to come crashing

down on an enemy.
He's also equipped wlm an air pump
anda long hose wrich e uss s ahr

ki P the bad iy, Ho car

o guy who 's cap and a
ed expression as he tunnels through
pik layers of muli

y explode.
‘The game's control system is simple.
There' Tou

s0 doing, Dig Dug creates an under-

that sends Dig Dug north, south, east or



west. There's also a pump button. You
fress 1t 1o stun a monster, and hoid it
‘down to explode
DIG DUG lsonemnnmae:m
recognize that the world is made up of
left-handers as well as right-handers.
There are actually two pump butions,
one on each side of thejoystik. Aleft
can work the Teft hand,
ang the pump button win e right.
When youse stoosseli n iesting &
board of all the monsters, another
pops up, and you bogin again. Wi aon

ttakes time to get used to that. Iwishthe

joystick was quicker.”

It's not difficult to do well at DIG DUG
right from the beginning. This is another
reason for the game’s wide appeal. “You
don't have to worry about a lot of differ-
ent kinds of boards, like in TEMPEST,”
said one player, “You dorit hav o be
able to manipulate a Trak Ball, fike in
GENTIPEDE It ot Ko QIX, which -
e pouring seAral coars o of
quarters into the machine before
begin to score well. The fist time i

der and harder, with Dig Dug and the
monsters moving at faster and faster
speeds. Y rafomsmmmdm.lom
faster, and thero's a groater chance
you'll make a g-ma-endlng mistake.
What seems to first attract players to
Dia oua s ts rosemblance 10 PAC-
. Thre aro no enemy allns, no
Wokiar Tocota: Troro e o warp but-
tons or hyperspace buttons. It has noth-
ingto dowih warorousrspace. ig g
simply tries to outwit the monsters
fore they do him in. It's the PACMAN

floating through the soillayers inrandom
{ashion: PAGMAN monsiers move
much the same w
"The joystck corirol s the same. The
scoring system, with polns awarded for
devouring mnaters,a the
Some er

AN l like PAC-MAN," says
one, “but it's more ImMng Besides
the u have

That pufts you up.

“This may suggosl one of the game's
drawbacks. If you'e a top level player,
someone who feels at home behind the
controls of STARGATE or ROBOTRON,
‘y;wemny doze a bit when playing DIG

ovis players ususly gst through
Ll
Swoon 5,000 and 10,000 amm.ym
score between 25,000 and 50,000, and
experts over 150,

None of these standards really mat-
orstoons {6-yearoldwha'saDIG DUG
fon, averoioh MS: PACMAN i bor
favorit I like DIG DUG," she
says, “bacaueo its e only game'in
Which  can get my Il oo the Hgh-

*WWhen DIG DUG comes to you neigh-
borhood, asit's sure to do, be certain you
waich someone else play i belre you

asts profer DIG DUGHo Ty, Walchour o
P bt brellind
monsters move. Notice what achieve-

Forex-

That helps fo ke DIG BUG morachal

e
er players complain_about the
Joystck used in DIG DUG. s nct e
the joystick in PAC-MAN,” says one cri

1, “which moves Pac-Man Instantly in
whichever direction you want him to go.”

S Dig Dug begins to move.

lmp!e, e ceper e avel youe 8
zap a monster, the more
poins you' gor.

Here's a tip that may save you a quar-
terortwo. Dig Dug can't move when he's
looking to blow up and pop an enerny. So
never attempt to pump up one monster
‘when there's another nearby. You'll be a
goner. When a monster gets cose, re-
lease the pump button and fiee.



A PIP OF A CHIP

There's a new computer chip
on the market that may soon
affect the way video games are
designed. The chip could make it
possible for you to add features to
agame that isn't quite what you
want it o be.

“The chip now used in a video
game system holds thousands of
pieces of information. The com-
puter uses this information to fill
your TV screen and to react to
what you do with the controls.

These pieces of information are
entered permanently onto the
chip. You can't change them,
erase them, or add o them.

Another kind of computer chip
does allow you to enter your own
instructions. That's what makes it
possible for you to write a com-
puter program. But if you want to
save that program, you have to

it on tape or a disc. When you
turn the computer off, your chip
forgets everything you program-
med into its memory.

Recently, a California company
began marketing a third kind of
chip. It will accept information that
you program into it. And the
Inormation wor' bs erased when
you turn the mac!

What does et eemio you?
Well, suppose you have a home
computer and a game involving
enemy aliens. Let's say you want
10 reduce the number of aliens,
butincrease the speed of their at-
tack.

Let's say your computer in-
cludes the new kind of chip we've
just described. The game instruc-
tions would include information on
how to change the game's pro-

gram. And the changes you made
would be permanent — until you
decided to change them again.

this chip, video games
could turn all of us into program-
mers some day.

SCHOLAR-BLIPS

You've heard the complaints
‘about how dangerous video
'games can be for young people.
Everyone in the video game
business has heard them, too. We
know of at least one arcade owner
who has taken steps to neutralize
the complaints.

he arcade has a sign at the
entrance, intended to encourage
the customers to pay attention to
their school work. It tells players
to bring in their report cards at the
end of the school year.

For every *A” on your card, you
get two free games from the
owner. A “B" eams you one free
game. With grades lower than *B",
you have to pay your own way.
PLAYING FOR KEEPS

Question: When is a video
game not a video game?
Answer: When its purpose is to
train you to deal with real life-and-
death situations.

The Pentagon is looking for
some video “games” that do just
that. They've approached several
games companies about design-
ing programs for pilot training.

We'll keep you posted on any
developments that come from this
plan. In the meantime, you can
use the Pentagon as an excuse
for all the time you spend with
video games.

Just tell anyone who asks that
you're training to be a pilot.



i€ 5CORE IS TIED, BASES
TWO OUTS! GET IN THERE AND

SHOW 'EM WHAT YOU'RE MADE OF.
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HOW TO
DESIGN A
VIDEO GAME:
YOU TELL US!

1 i
A \ | ,
14




rYou ve played ulanly of video
games, and you know about dozens
Thore that you've never even seen. It
you become a regular reader of BLIP,
you'l have a good idea of wha's com-
ingup nhe uturs.
about what isn't coming
up'.’ o LT
has thought of yet?
We're willng to bet that you have
some terrific ideas on the subject. We

us. We want to know what you'd do n
You were working for a video games
company. We want 1o see the kinds of
games you'd design if you had the
chance.

We'll pick the five best ideas we re-
ceive, and the five designers will be
peld it n two ways. They ase thekr
games featured in a future issue of
ELIP. And eyl sach get ' chock for

BLIP

Video games couid bs than he peaple
who play ther
Tt why we want you to write to

your idea. If a game company likes
what you've come up with, all rights to
the design will belong to you.

of exactly how your game is
played. We don't have any
minimum length in mind for
this explanation, but it will
have to include at least the following
information

@ the number of players

o the siuution ma playur- arein

W% Print or type an explanation

- the tinge that chlm (it any) as

me goe:
o e (1 any) betwoen
one difficulty level and another
the way the game is scored
 the way the game ends
If you want to, you can in-
clude a drawing of what
will appear on the screen.
This is NOT necessary,
K won't improve your
chances of being published. But you
might feel more comfortable showing
s what you've invented, as well as
telling us about it

HERE’S HOW IT WORKS

Try to think I

signer of a game et b

4 10 appeal 10 the public.

That may mean puting

interests

aside, In favor of something people

are likely to spend money on. But it

may also improve your chances of
being published.

jui Mail your entry to the ad-

dress  below. IMPOR-

Lo % TANT: We cannot retum

%W/ any partof any entry. Ifyou

draw a picture and you

don't want to part with it, send us a
photocopy of the picture.

BLIP Talent Search
Marvel Comics Group
387 Park Avenue South
New York, N.Y. 10016

oy
1) can. We already have

more SPACE INVADERS
imitations than we need.

And a runs a
maze and gobbles litle things is PAC-
MAN, even if you change its shape
ind its name.

than March 1, 1983. Al entries become

the property of Marvel Comics. The
winning entries will be published in a fu
issue of BLIP.

ture ‘
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2-PRICE CHARTER SUBSCRIPTION OFFER

DON’T WAIT!

RESERVE YOUR MONTHLY COPY OF.
BLIP TODAY!

Become a chlmr subscriber to BLIP — the only video games
magazine nlumm:hunl!mbonnw.md

have BLIP douvond 0 your door every month. Save 50% off

newsstand price of $12.00!

Use the coupon below, or give us the same information on a
iece of pa

pi per. Just enclose $6.00, mail, and sit back and wait for
BLIP to show up in your mailbox.

50% SAVINGS CERTIFICATE
MAIL TO:

%u.m; Comics Group

ibscription Dept.
Sa7 Park Avarnes South
New York, N.Y. 10016

1 I'd like to SAVE 50%. Enter my sub for 1 year (12 monthly
Issues). Enclosed Is my check or money order for $6.00.

Name. Age.

Allow 10 weeks for delivery.

Y
ad ign: Add $2.00 per




BLIP SURVEY

We want o know who you are, what
kind of things you like, and — most im-
portant, what you think of this first
issue of BLIP. For giving us this infor-
mation. some lucky reader is going to
get a reward.

To get your shot at the reward. fll out
this page and send it to us. Or give us
the same information on an 82" x 11
piece of paper

After we've read the responses.
we'll pick one at random. That reader
will get to choose any one of the
following

« Four cartridges for any home video
games system

© Two hand-held video games

* ATIMEX computer that can be
hooked up to your TV set

What are you waiting for? Go get a
pencil

NAME_____

ADDRESS.
ey
STATE 2P
AGE___ BOYORGIRL?____

Which three features in this issue did
you like most?

Do you own a home video games sys-

5

Yes

J— No
I you do, what brand is it?

Do you play video games in stores or
arcades
_Yes

If you do, about how much do you
spend each week on the machines?|

If you have some favorite coin-oper- 3
ated games, please list them

If you have some favorite home
cartridges, please list them.

How much time do you spend each\\-
week watching TV?

About hours

What are your favorite TV shows?

Which three features in this issue did
you like least?

1
2
8

How much time do you spend each
week listening to the radio?

About hours




How muchtime do you spend each
week listening to records or tapes?

About hours

jow much time do you spend each
week playing video games - either at
home or in stores or arcades?

About. hours.

How many times do you go to the
\movies each month?

How many video game cartridges do
you own?

Whoin your family decides whether or
not to buy a new cartridge?

Where did you buy your copy of BLIP?

| Newsstand _Supermarket
| Stationery store __ Drug store

Other (Please specify)
Do you enjoy reading ads in BLIP?
Yes

Please check each kind of ad
you would like to see in BLIP.

—_video games
____snack foods

records and tapes
sporting goods
____clothing

____other (please specify)

if someone other than you decides,
how much influence do you have on
the decision?
___None

—_Alitle ___Alot

How much spending money do

you have each week? §.

Besides you, how many other people
will read your copy of BLIP?

Number of People

Sisters

Brothers
Friends
Parents
Relatives

If you have brothers or sisters,
what are their ages?

What topics would you like to read
about in future issues of BLIP?

Put your answers in an envelope and
mail them to us. NOTE: Please don't
put anything else in the envelope ex-
cept this survey. If you do, you won't
lhave a chance for the reward

Here's the address

BLIP Survey
Marvel Comics Group
387 Park Avenue South

New York. N.Y. 10016



A REALISTIC LOOK AT
AFFORDABLE GAMES FOR
APPLE°’COMPUTERS.

REALISM SO TSR™ computer
AFFORDABLE. § e
for use with the

Next time you APPLE® Il and
visit your favorite APPLE® II+ with
computer software 48K.
store, check the e color catalog
price of the three

TSR Hobbies, Inc
new computer. POB 756, C158 B2
games from TSR [ Govcun wisota7
Hobbies. Then 100k 1, e 0x¢
atour graphics.  T3R lkies UK g
Play the games. e Ml Kathmore

- Combrkioe ENGIAND
Sece for Yourself.  Chrias”
DAy NEoN: T

by TSR Hob
ez




IT'S ONE HOME VIDEO GAME YOU CAN REALLY GET INTC.

Inside Reactor, you fry nutrinos! Bounce pos-
itron clusters! Knock out control rods! Shrink
the reactor core! Drop decoys! Load the bonus
chambers! But most of all, avoid the dreaded
vortex! It's one game that demands everything
you've got. And gets it.

Reactor. Parker Brothers' version of the
intense arcade game. You can't help but
getinto it. For your Atari Video Computer
System™ or Sears Video Arcade.”

"©)PARKER BROTHERS




